Kakso nnpasu GPU-T1o0 o
BpeMe Ha eqHa urpa

Anres Jlomue AHreJioB



Arenmna

- UuaTpo:
+ Koii ¢cbM a3?
- KakBo nmpaBsa?
+ 3aiIro mmpeacraBsaM Ta3u TeMa?

- I'padpuxa
- Kaxso e rpaduden dppeiim?
* Pagmmuuam Meronu Ha cb3gaBaHe
+ 3amro B/y GPU-10?

- IIpakTuuna I'padpura
- ,,Kaprou“ 3a pucyBsaue
* TpubrbIHUK
* Tpuwbrbaauu
- Kamepa
* Texrctypu




Kot cpMm a3?

« 3npaseiite! A3 cem Anren Jlomues AHresios
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KaxBo TouHo mpaBsa?

* (Hati — seue) I'pacpuuano nporpamupane!
- Haxrxonko uarepecuu nmpoextu: 2 CPU Renderers

IsamaTa JeKIus e B TO3U IIPOEKT.
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CPU Ray Tracer CPU Rasterizer



https://github.com/thepaladon/Tmpl8_Ray_Tracer
https://github.com/thepaladon/rust_erizer

KaxBo TouHo mpaBsa?

* (Haiti — seue) I'padmuno mporpamupane!

+ Haxronxo nurepecuu npoextu: 2 GPU Renderers (for Game Engines)



https://buas.itch.io/hellbound

HaxBo TouHO mpaBsg cera?’

- ExmoromumnieH mpoexT:

+ Otbop oT 9 mporpaMmCTH:
+ 4 I'padura
+ 2 Engine
+ 2 Ousuka

+ 1 NucrpymeHTH

+ Windows u PlayStation 5

.. Prrsrs
HE

Enua
aKageMHUYHAa
roguHa
II0 - K'BCHO

Ray Traced
and
Re-Imagined
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— Peter Shirley



KaxBo e koMmooTepHA rpadura?

MHuoro mupokra cdepa

Haxaxos BHUJ BU3yaJIn3dallud, Cb3gadeHa OT KOMIIIOT'bBP

3a Hac —
+ 3J1 ciiena

« MMuTupa MCTUHCKUSA CBAT
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T
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RaxBo e komimrorepHa rpadhura’

3D BOss Fist L MONF’G‘E




MuarepakKTUBHOCT

- Koit e pecypca, kKoiiTo o mMaMe IIpH U3TpaskgaHe PUIMH, HO TO HIMaMe IIPHU
IIpaBeHeTo Ha Urpu?

- Bpeme

- CbamaBaHeTo Ha puama
HSJIyra®:

- 1 rkagpp = 50 yaca
PEeHIBPUHT padoTa

* 24 xaIapu B ceKyHOa

* 95 MmuHyTEeH (PHIM

Hammwure kapTuHmy TpsaOBa ga ca mHTEepakTuBHU: 60 Kagbpa B CeKyHIA




MaTepakTUBHOCT



https://www.youtube.com/watch?v=czMIP79Xr9o

Crapnmaptau mertonu: Pacrepm3arimsa

- PacTrepusanusa e mpoiiechT Ha
IIpeoOpa3yBaHe Ha BEKTOPHU
1300pakeHusI B pacTepHU
M300paskeHsI, KOUTO Ce CHhCTOSIT
OT MHOKECTBO IINKCEJIH.

- [Ipumep:
+ 17 X 11 ekpan
- IIpoBepsaBame manau cpegara Ha
TPUBI'BJIHUKA € B TPUBI'BJIHUKA.

AKo e, ToO3u IUKCeJI e ¢ IIBeTa Ha
TPUBI'BJIHAKA.




Cragnaptau metoan: Ray Tracing

- Ray Tracing-a e meTon mpu
KOUTO U3TpeJIBaMe JI'bY OT
KaMepaTa KbM KBaJgpaTa, KbIeTo | T
e IIPOEeKTHUPAH eKpaHa HU. ot ha rena.

- IIpoBepsaBame maau jabya e Kamepa mpes _
yIleJIUJI HIKAKBB 00EKT B eKpaHa. BIBRIANME
cIaeHarta "
|~
A a7
KO I'0 € YIIeJINJI, INKCEIbT € pq ‘k Mporycras
I[BeTa Ha MaTepuaJa. L TBY
-
* AKo J1pua IpoIycHe My ;

3ajgaBamMe I1BeTa Ha oHA.

Yienun
JIBY

- CuMyupa UCTUHCKHUSI "KUBOT.

& www. scratchapixel.com



Crannaptau metonn: HeBpoHHa Mpeska

- MHOT0O HOB IIOXBAT

- M3mmon3Ba HeBpoOHHA MpesKa, 3a
JIa 3amaMeTH clieHaTa.

« JIMHK 3a Te3u, KOUTO MM €
HMHTEPECHO



https://developer.nvidia.com/blog/getting-started-with-nvidia-instant-nerfs/
https://developer.nvidia.com/blog/getting-started-with-nvidia-instant-nerfs/

Sarmro Ha GPU-10?

- 3arroro e 0Bpp3o!
« Xunanu aapa — CPU 2 — 64 anpa
+ IlapaJsenno perraBate Ha 3aJaYn

- bwpaa Floating Point maTematuka

FLOPS - Floating point operations per second
- CPU Intel® Xeon® D-1749NT — 416 G-FLOPS
- GPU Nvidia RTX 3090 — 35,000 G-FLOPS
- 1 Gigaflop = 1,000,000,000 Flop

* Host and Device TepMmutuTe
- Host e CPU-T0 — Menumxnp

- Device e GPU-10 — Texunuapu

« OcBoboxnaBa CPU-to na ce
3aHMMAaBa C II0 — BaskHa pabora:

+ Qusuka
+ H3kycTBeH MHTEJIEKT

+ MeHnexxupaHe Ha pecypcu

CPU core |CPU core' |CPUcore |CPU core
and and and and
Cache Cache Cache Cache
JC 3C - | JC
Cache
Host Memory

GPU Compute Units
. - 4 v .4 » - J . - 4

....... —e——d -— “
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Device Memory
(Global Memory)




Hax nporpamupame By GPU-10?

- C I'pacpuunu API-Ta
eﬂG\‘®

Kaxkso ca te?

OpenGL
Hait — necuausar low-level I'paduuen API

Ilepderren 3a HaunHAaeIIN

P

DirectX 12

Mguoro crosxen / aucko Huso API

Cawmo 3a Microsoft marmuau (BkaouBa Xbox)

Kan.

+ Mmuoro pas3Bur D Py
Vulkan I I
+ Mmuoro crnosxen / aucko Huso API ‘
+ JlaBa Hall — MHOrO KOHTPOJI, 3aIlI0TO He IIpreMa Hella 3a Z ®
IAaIeHOCT. ’

Cytep mesxay-miatgopMeH

Metal

[Tepderren 3a Exocucremara Ha Apple

+  Epmuncreeno 3a Apple ycrpoiicTsa 5
. ™
Play Station 5 I

ITox NDA, He e mybiuuen
Crenmduuno HampaseH 3a PlayStation 5-mjata & 7@

Mmnoro CIIeITaJIM3NPaHU MHCTPYMEHTH 3a BCUYKO




I'pacdhmka — B mpakTukara




Jla 3ammouHeM oT HyJiaTa

IIpenu ma 3amouHeM ga pucyBaMe HU TPAOBA HAKAKBHB KaPTOH.

B xoHTEKCcTa Ha MTPH, YeCcTo e ¢ pa3Mepa Ha IeJUI eKpaHa B OTJeJIeH IIPo30pelr

Nma muoro nmera: Texcrypa, Swap-chain, Frame buffer, etc.

| 1920 pixels |

IlociiegHOTO MACTO, KBOETO
IIOKa3BaMe U300paskeHueTo

KakxBo e nukcen?

- Toura Ha €KpaHa - IIBAT MOKe Ia
KOHTpPOJIpaMe,

1080
pixels

TOTAL PIXELS

- B mporpamupaneTo eguH IHUKCEJ Ha eKpaHa

Hall — 4ecTo ce JedpuHupa
KAaTo I[AJI0 YUCJIO OT 4 Oayira.
J J

- 1 0aliT e 8 OuTa, KOMUTO ce U3II0JI3BAT,
3a na ce 3anasuy yucJyo or 0 — 255

- 4 gaxgaJa - Bcexkn xanas e 1 0air,. MurepakTuBeH
Yepseno, 3eneno, CuHbLO 1 IIpuMep



https://bitwisecmd.com/
https://bitwisecmd.com/
https://bitwisecmd.com/

,Hello Triangle”

- “Hello world” mHa
I'pacdmunoTO IIPpOrpaMupaHe

+ 3 TOUKHU / BBPTEKCHU

vec2(0.5, ©0.75),
vec2(0.3, 0.25),
vec2(0.7, 0.25)

B saBucumoct ot I'padmuanoTto
API, xoeTo usmosizBame, ToBa
Moske na orHeMe 2000 jmHNM!

" DirectX®12

Vu likan.




Tpuwbroaauk KepM 1lukces

- KEdge pyarnmara —
Pineda, J. (1988). A parallel algorithm for polygon rasterization.

XY X XP = (vy —vy) X (p— v

V1 —Ug).T*(P—Vy).Yy— (V1 —Vg).Y*x(pPp—7Ty).T

- BekTopHOTO IIpOM3BEIEHUE HA
ToukuTe XY 1 XP.

- Desmos Ilpumep

(X+dX, Y+dY)
- C++ Ilpumep:

9
10~ float edge_func(Vvec2 p, Vec2 v0, Vec2 v1) {

"Right” side

11 Vec2 vO_p = {p.X - v0.X, p.y - VO.y}; +
12 Vec2 vO_v1 = {vl.x - v0.x, vl.y - vO0.Vy};

13

14 return vOo_p.x * vO_v1l.y - vO_p.y * vO_v1.Xx;

15 }
16



https://www.cs.drexel.edu/~deb39/Classes/Papers/comp175-06-pineda.pdf
https://www.desmos.com/calculator/izhsx7iu0a

Tpuwbroaauk KepM 1lukces

- Kak mpuiarame ToBa KbM TPUBI'BJIHUK?
IIpaBum ro 3 ompTH!

- Buumanue! I1pu BexTopHoTo poussenenue
pela mMa 3HadeHHre, aKo IT'o 00bpKaMe IIPU KOSTO
¥ Ja € OT JIMHUHUTE HAMAa Ja HU U3Je3e
TPUBI'bJIHUKA.

- Manka onTuMU3aINd;

Traversing the Bounding Box A More Efficient Traversal Al-
gorithm

Figure 3. Simple Traversal Algorithms

Shader Toy Jlemo



https://www.shadertoy.com/view/cddcR7

MHoOro TP BI'bJIHUIIN

- 2 0ydepa ¢ napopMaIusa
- Bwvprerc bydep - Uuadopmaiina 3a Toukure?
- Nuanexc bydep — Kou Touku mpaBaT TpUWbBIBIHUAIIN?

- OT kpae nasa tasu nHgpopmanug?

- UnBa or Aptucrure, koo npasar 3/1 momesu 3a Hac.

- Tpsabsa ma ce 3apenu oT HIKAKHB popMaT
* OBJ — Ilpocrt u j1ecen

« glTF 2.0 — IIpunnua Ha JSon, (cpaBHUTEIHO) JIECEH 3a YeTeHe OT Xopa
- USD - Pixar

- 3aIro TPUbI'bIHUAIIN?

Polygons approx.
60.000 6.000 600 60



https://www.shadertoy.com/view/cdcyRM

KRax mamoonzsame Vertex-ure:

- B eguH BBpTEKC Moske m1a mMaMe moBeue NHPOPMAaIIUs:
* Ilosurusara Ha BBpTEKCaA

* Texcrypuu KoopmuuaTtu

- Hopmauna

- Tanremrara Ha HOpMaJa .
- Butanrenrara Ha HopMmaJa

* IIBar

..} Op.

- Kax ma pasbepem kol BBPTEKC KOJIKO
BIMSHIE TPAOBA Ja UMa KbM HIKAKDBB ITHCKCEJI!

WITHOUT NORMAL MAPPING WITH NORMAL MAPPING




Barycentric RoopamuaTtu

- DOyHKIMA, KOATO HU BpbIina 3 unucaa: X, Y 1 Z

° Hpe,Z[CTaBJIHBa, KOJIKO BJIMAHMNE MMa BCEKHN BHPTEKC, KOMTO UMaMe.
- X+Y+Z=1 1 =M+ A2+ A3

° —h —h —. —
N3uncnsaBa ce oT IOBbPXHUHATA HA BCEKU OT p= Al..uﬂ 4+ ;’kg"ﬂ 1 + ’],‘ 3U9
TPUBI'BJIHUITUTE, KOUTO Ce II0JIyyaBa, 3a€THO C IINKCceJia,
KOWTO M3YUCTIIBaAMe.

= (nosbpxHuHa Ha TpubrbaHuk PBC) / (noBbpxHuna Ha Tpubrvauuk ABC)
© www.scratchapixel.com

C = (nosbpxHuHa Ha TpubrbvaHuk APC) / (nosbpxHuHa Ha TpubrbaHuk ABC)

ABC

(nosbpxHuHa Ha TpubrbnHuk ABP) / (noebpxHuHa Ha Tpubrvauuk ABC)

vec3 barycentrics(vec2 p, vec2 a, vec2 b, vec2 ¢
vec2 v0 = b - a, vl=c-a,v2=p-a
float den = v@.x * vli.y - vl.x * v@.y
float x = (v2.x ¥ vli.y - vl.x * v2.y) / den
float z = (v@.x * v2.y - v2.x * vB.y) / den
//Hama cMucbn ga ro M34YucigBame TpeTo ako
// x+y+z=1.0
float y = 1.0f - x - z

return vec3(x, y, z

. — aBTop: Lin Lou

Shader Toy Jlemo 3



https://www.geogebra.org/m/ZuvmPjmy
https://www.shadertoy.com/view/DdcyzM

Hawmepa:

- He cpmiectByBa. Shader To emo 4

- Camo nH(oOpMAaIIg 3a HEeAHNUTE CBOHCTBA

- KaxBa Hu e 11esq1Ta ¢ Kamepara?
- Jla mamecTuM cBeTa, Taka 4de Ja e ,IIpes

(19

HacC

-+ Jla ro cjaoxuM B mmepcueKkTuBa (0JIM3KO =
TOJISIMO, Jajieue = MaJIKO)

- 3a ma mocTUTHEeM ToBa M3roJdBaMme 4x4
MaTpuiiu. (3a 3/1)
- U 3x3 matpuim 3a 2/1.

_}IZ FKalon n ,'j-L'fl_ _.{ Holaban n ,'_"ul_fl_ =cale n 30
A 1 0 o 0 cosp-sing O O |Sx O 0
I:U.']-.'U:I r [t e 1 =] i i % L
' (0,0,2) ‘ oD sind cosé 0| |0 o0 1 0|l|0 O Sz
Wz ’ +z | O i i 1| L9 0 0 1] L0 | {
_Y-Raotation in 30 Transkation in 30 Matrix Multiplication
0,0,0) (0,0,0) cosg 0 sing 0 1 (] o Tx a b oo dflx X
o 1 a4 0 o 1 0o Ty e f g h|ly| - [¥
e - 2. Direction - - -sing 0 cosé 0 oo 1 [ i Kk 1|z z
1. Position 3. Right i 0 0 0 1_ _I:u 0 0 1_ mon oo p ._1 -



https://www.shadertoy.com/view/mstyzM

View Marpuiiara:

glm: :mat4 CameraMatrix glm: : lookAt(

Bcuuku 6mbmmorexu 3a
MaTeMaTUKa UMaT PYHKITUI.

cameraPosition,

cameraTarget,

upVector Hait — nusBectnara e GLM.

OpenGL Mathematics.

- He e my:xuo na pasoupame KAK ro mpasu, camo kakBo IpaBu

* U xax ce pabotu c Hesa

- MecTu cBeTa OK0JIO KaMepaTa H T'o
cjiara Taka ye BCUYKHU O0EKTH Jia ca
opes Hes.



https://github.com/g-truc/glm

fov=60 degrees

Projection Matpmiiara:

glm: :mat4 projectionMatrix = glm::perspective(
fieldOfView,
aspectRatio,

nearClippingPlane,

farClippingPlane




atrifes
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./ Remember

glm: :translate(mata(

rotate = glm::rotate(mat4( way around

51

e er [ X (17 1 ¥ 15
/4 i ! Pl 1 Ct 1

scale = glm::scale(mat4(

Target: Bojan
m = translation 5 Y Debual
> e LUl Carrr Engine : 59.9 FPS || 0.017 ms Press Esc to restore the Ul
R: 0 G:128 B:128 A:255 Clear Color
» Camera Settings
v Cowl1 settings
-1.400 0.200 -1100 Cow Positiol
0.000 147.000 0.000 Cow Rotatio

- 1 maTpmuiia 3a BCEKH MOIeJI 1000 1000 | 1000 Cow Scale

v Cow2 settings

(tpyna oT TPHHIBIHII) s < 1

1 nnn 1 nnn 1 nnn el i P

- JlaBa HE KOHTPOJI HA:
+ Ilosgurmmara
+ 3aBBPTAHETO

- Pasmepa



https://www.shadertoy.com/view/DstyWn

KakBo Hu juncea? :

‘I

M 11  1453.77 60.0 fps 1320 x 742

II}




Texcrypu :

Cuunmrka, koaro xkusee B GPU-To

« Tawm xbmero Vertex u Index 0ydepure

DuHAJIHOTO HU U300paskeHue, ChIIO €
TEKCTypa

Kaxk ce nanooassa?

TekcTypHUTE KOOPAUMHATH
e Hait —uvecroor O 1o 1

* OIpeneJsIAT OT KOs YacT Ha CHUMKaTa /
IIUKCeJI, IIle B3eMeM HMHQPOpMAaIIUsITa.

3amo TekeTypu, a He ovdep ot nado?

ITo — 6Bp3 mocTHII 10 MHGPO
ITo — 0BpP30 camMIrbIIBaHE
ITo — 0Bp30 punTpHpane

IIIIH
N -
- —+
o ¥

1l &
nEnI-EH
.

{0 =65 IR

EI

s

alfnq -"'l-

o




Texcrypu :

3-D Model UV Map

% . ""'H\..’lﬁ,‘]'\‘ | ~ \ '-"l"

Shader To eMo 5

f —

VYVYYVVYVYVVYYY Yy

p = (x).z) p = (uy) Texture



https://www.shadertoy.com/view/DstyWn
https://www.shadertoy.com/view/DstyWn

Omie 3a TeKCTYPH : (ons

Mip O

inal texture)

Mumn — Bepurn No MipMapping With MipMapping

He ca camo 3a usar!
B Tax ce 3ammasBa kakBaTo u 11a e
MHPOPMAIIUI.

CoitaTa TekcTypa 3amnaseHa
HSKOJIKO ITBTH

IIo — 0BP3 caMITBJIMHT U 110 —
KPACUBU KAPTUHU

Maps common to both workflows

Ambient Occlusion

Base Color Roughness Metallic

Specular - Glossiness

Normal

Diffuse (Albedo) Glossiness Specular

Height


https://www.shadertoy.com/view/DstyWn
https://www.shadertoy.com/view/DstyWn

J1b100uMHA

7 -0ydep
« Cuaysxu 3a ipoBepxka ,,Hoit
TPUBI'BJIHUK € Ha# - OTIIpes”

« HWasbpisa ce caeq MVP
TpaHchopMaIluaTA.

¢

A simple three-dimensional scene

Z-buffer representation


https://www.shadertoy.com/view/lldGDr

O1e pecypcn :

« LearnOpenGL —
* Ot gumo no 3/1 Pernepsp Ha GPU-ToO.

* I'padpuuno API 3a maunnaemm

« Ray Tracing in One Weekend
* Ot gumo go CPU Ray Tracer

- 3abaBHO IPEIU3BUKATEJICTBO 32 YUKEHIa++

« Mma o1rie 2 KHUTM, KOUTO HABJIN3AT II0 - JIHJIOOKO

- Scratch Pixel Website —
* 3D Rendering — Rasterization and Ray Tracing

- MaremaTtukra
« “IIporienypuo” Cr3gasaue Ha 3] Ceetose



https://learnopengl.com/Introduction
https://raytracing.github.io/books/RayTracingInOneWeekend.html
https://www.scratchapixel.com/index.html

CHUMKa:
“Finding Your Home in Game Graphics Programming”

- Alex Tardif ‘.?

biaromaps 3a BHUMaHUETO!



https://alextardif.com/LearningGraphics.html
https://alextardif.com/LearningGraphics.html
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